Number of Players 
One or more players. 


Contents 


POCKET SIMON Computer Game. 

Instructions. 

One spare light bulb (supplied inside POCKET SIMON housing). 
Note: Batteries not included. 


Object of the Game 


To repeat correctly a longer and longer sequence of signals in three different 
games. 


Preparation of POCKET SIMON 


1. Before play can begin you must insert one 9-volt 6F 22 battery and two 1.5-volt 
AA batteries in the compartment on the underside of the game. Remove the 
battery compartment cover by sliding it towards you in the direction of the 
arrow on the cover. 

2. First insert the 9-volt battery into its location as shown in Figure 1. below. 


VERY IMPORTANT — Make sure the charge symbols on the battery terminals 
match the charge symbols marked on the outside of the compartment. 


Figure 1 


3. Then insert the two AA size batteries into their location above the 9-volt battery 
as shown in Figure 2. 
VERY IMPORTANT — Make sure the charge symbols on the battery terminals 
match the charge symbols marked on the outside of the compartment. 


Finally slide on the battery cover. 


Figure 2 


IMPORTANT 
Before playing Electronic POCKET SIMON, read the enclosed instructions 
carefully. 
Electronic POCKET SIMON has been thoroughly tested before dispatch. 
However, minor adjustments may be necessary due to rough handling 
and vibrations. Should you have any problems, check the following: 
A. _ Ifthe lights and/or sounds do not work, check: 
a. correct positioning and proper contact of 9-volt and 1.5-volt 
batteries. 
b. 9-volt battery or 1.5-volt batteries are not run down. 
If a lens fails to light, check: 
Loose or burned-out bulb (replacement bulb inside POCKET SIMON) 
— see ‘To replace bulb’ at the end of these instructions. 


If lights flash erratically or sounds become garbled: 


9-volt battery needs replacing. 


If light dims or sound level drops: 
1.5-volt batteries need replacing. 
NOTE: Even new batteries may be defective and weak. Please make sure 
new batteries are fresh and strong. Use alkaline batteries for best 
performance and longer life. 


IMPORTANT 

Turn POCKET SIMON off when not in use. 

If you leave the game on when you are not playing, POCKET SIMON will 
alert you, at approximately one minute intervals, to remind you that it is 
still on. It is recommended that you remove all batteries from the game 

when it is to be stored for any length of time. 


General Description of POCKET SIMON 
See Figure 3 for identification of POCKET SIMON’s controls and the following text 
for a description of their functions. 


1. 


Figure 3 


OFF SWITCH/GAME SELECTOR SWITCH — Turns POCKET SIMON on and 
allows choice of three games, all in one switch. Slides to position for Game 1, 
Game 2 or Game 3. When you do this, POCKET SIMON is automatically ‘ON’ 
operating power. Note: There is no separate ‘ON/OFF’ switch. 

SKILL LEVEL SWITCH - Slides to position for four different skill levels. This 
allows you to programme POCKET SIMON for a game of 8 signals (skill level 
1), 14 signals (skill level 2), 20 signals (skill level 3) or 31 signals (skill level 4). 
PLEASE NOTE: Skill levels are applicable to specific games only. See rules for 
each individual game for further explanation. IMPORTANT: When sliding the 
switch, make sure it is positioned DIRECTLY OVER a specific skill level... right 
above number 1, 2, 3 or 4. 

START BUTTON — When pressed, will begin game. 

LONGEST BUTTON — When pressed, at the end of the game, will play back 
the longest sequence played (from the time power was turned on) from all 
previous games. 

LAST BUTTON —When pressed, at the end of a game, will play back the last 
sequence in the game just played. 

COLOUR LENSES (4)~When POCKET SIMON activates them or when players 
depress them, they light up and give four distinct tones. 

NOTE: For best results, press the lenses at their centre and do not push or 
jab at them. 


4 Colour Lenses 


Start Button Press Here 


Last Button Longest Button 


Off Switch/Game 


Selector Switch Skill Level Switch 


GUARANTEE SLIP 


Should your game be faulty, complete and carefully 
detach centre page. Follow packing instructions and 
return game to address shown. 


POCKET SIMON 


6 MONTHS LIMITED WARRANTY ! 


This game is warranted by Milton Bradley to the original purchaser for a period 
of S$ months from the original purchase date — under normal use and service— 
against defective workmanship and materials (batteries excluded). 


During the warranty period your game, if found to be defective due to 
workmanship or materials, will be either repaired or replaced without charge to 
the purchaser, when returned, shipping prepaid, to Milton Bradley. In some 
cases (at Milton Bradley’s option), it may be necessary to replace your 
defective game with a reconditioned game of equivalent quality. Proof of 
purchase date of your game must be provided, either by completing this 
guarantee slip or on production of a purchase receipt. In the event that your 
game is replaced, the replacement game will continue on the original warranty 
or for 2 months, whichever is the longer. 

This warranty is void if the game has been damaged by accident or 
unreasonable use, neglect, misuse, abuse, improper service or other causes 
not arising out of defects in workmanship or materials. 


Milton Bradley shall not be liable for loss of use of the game or any other loss, 
costs, expenses, damage or injury howsoever caused and whether direct or 
indirect incurred or suffered by the purchaser. 


THIS WARRANTY DOES NOT AFFECT YOUR 
STATUTORY RIGHTS 


Important 


Before returning your game for repair, we recommend that you test your game 
with fresh, strong batteries. Even new batteries may be defective or weak and 
low battery power is a frequent cause of unsatisfactory or erratic operation. 
If, after testin yon game with fresh batteries it is still not working properly, 
carefully read t 


e mailing instructions before returning it to us. 


After Warranty Service 


After the 6 months warranty period has elapsed, for a period of up to 1 year 
from the date of purchase Milton Bradley will, as its option, repair your game or 
replace it with a new or reconditioned game of equivalent quality when your 
ee is returned to us with proof of purchase date. Repair service during the 

months warranty period is free of charge. After this period a nominal fee will 
be charged for service if your game is returned to us postage paid. Milton 
Bradley shall not be obligated to perform this service if the game has been 
abused, misused or sustained other damage not arising out of defects in 
workmanship or materials. If repair or replacement is no longer practicable, 
Milton Bradley will not be obligated to perform this service but will return your 
game and your remittance. 


Mailing Instructions 


1. Remove all batteries from the game. Do not return them to us. 


2. Complete the ‘‘Fault Identification’ questionnaire on the back of this 
warranty and return with defective game. 


. Provide proof of purchase date and return with defective game, plus name 
and address of purchaser. 


. Use original box and liner if available or carefully wrap your game with 
adequate padding for mailing. 
5. Postage must be pre-paid on all items returned to Milton Bradley. 


> Ww 


Mail to: Mail to: 

In United Kingdom In Republic of Ireland 
Milton Bradley Ltd. MB Ireland 
Reevesland Industrial Estate Ballynaneashagh 
Main Avenue South Cork Road 

Off Traston Road Waterford 

Newport Ireland 

Gwent 


4046-XGB 381 


Purchase Verification 


This section need not be completed if you return a purchase receipt with your 
game. However, please remember to provide us with your name and address. 


1. Date of Purchase... 
2. Name and address of Purchaser 


3. Supplied by (Name and Address of Dealer) 


4. Dealer’s Stamp or Signature 


Pocket Simon 
Fault Identification 


To help us locate and repair fault quickly, please tick appropriate box and 
briefly describe nature of fault. 


Dead Unit (No signals at all) 

Broken Battery Clip 

Light(s) Faulty. Name which light ........ 

Sound(s) Faulty. Name which sound... 

Control Key not functioning. Name which key oe 
Damaged or Missing Component. Name which component.............. 


TO PLAY 


Game 1 ‘POCKET SIMON Says...’ 


Object of the Game: 

To repeat correctly a longer and longer sequence of signals. 

FOR ONE PLAYER 

1. Slide the OFF SWITCH/GAME SELECTOR SWITCH to 1. 

2. Slide the SKILL LEVEL switch to 1, 2,3 or 4. 

3. Press the START button, POCKET SIMON will light up a lens and give the first 
sound signal. 

4. Repeat the signal by pressing the same lens. 

POCKET SIMON will duplicate the first signal and add one. 

6. Repeat these two signals by pressing the same lenses in their correct 

sequence. 

7. POCKET SIMON will duplicate these first two signals and add one. 

Now repeat these three signals in their correct sequence. 

9. Continue in this manner for as long as you can repeat POCKET SIMON’s 
signals correctly. 

10. Notice that after the 5th, 9th and 13th signals in a sequence, POCKET SIMON 
automatically increases the tempo. 

11. If you fail to repeat a sequence exactly or if you take more than approximately 
three seconds between successive presses of the lenses during a sequence, 
POCKET SIMON responds with a ‘RAZZ’ sound; you have lost and this 
sequence of signals is over. 

12. If you fail to complete a sequence, press the LAST button and count the 
number of signals as it plays back the last sequence; this is your score. 


13. Begin anew sequence by following steps 3 to 9 above. At the end of each 
unsuccessful sequence press the LAST button as described in Step 12 to 
determine your most recent score. Compare this score with your best score so 
far by pressing the LONGEST button, which will play back your highest score 
from the time that POCKET SIMON was turned on. 

NOTE: If POCKET SIMON is turned off, the longest score is erased. 


TO WIN 

If you successfully repeat the number of signals set on the skill level switch at the 
beginning of the game, you have won! POCKET SIMON will acknowledge your win 
with a rapid series of victory signals from the last lens played in the sequence. 


PLEASE NOTE: If you win on Skill Level 4, POCKET SIMON reacts differently with; a 
very special victory signal after you repeat 31 signals correctly, POCKET SIMON will 
flash and sound all the lenses several times and then emit a short ‘RAZZ’ indicating 
that you’ve won the game. 


FOR TWO OR MORE PLAYERS 
Players may team up against POCKET SIMON or compete against each other. 
1. Decide who goes first. 


2. Play proceeds as described above, except players take turns repeating 
POCKET SIMON’s sequence of signals; players may hand the console back 
and forth to each other or place it on a flat surface between them. 


a 
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Game 2 ‘Player Adds... .’ 

Object of the Game: 

To create a longer and longer sequence of signals. 

FOR TWO OR MORE PLAYERS 

Players may place the console on a flat surface between them to play or hand it back 
and forth to each other. 


1. 
2. 


Stide OFF SWITCH/GAME SELECTOR SWITCH to 2. 


Slide SKILL LEVEL switch to 4. THIS IS IMPORTANT — If the SKILL LEVEL switch 
is not on 4, the game will not function properly and sequences will end 
prematurely. 


Press the START button; POCKET SIMON will give the first signal to start you 
off. This is the only signal POCKET SIMON will give you in this game (except 
for the RAZZ or WIN signals). It will not repeat the signals you play. 


The first player repeats the signal and adds one more. 
The second player repeats the first two signals and adds one more. 


Play continues clockwise with the next player repeating the first three signals 
in their correct sequence and adding one more. 


Players continue repeating the signals and increasing the sequence by one 
more for as long as possible. Remember — if you reach 31 signals, POCKET 
SIMON will be beaten and will salute you with a special victory signal —all the 
lenses will flash and sound several times, then you will hear a short ‘RAZZ’ 
sound indicating that you have beaten ‘POCKET SIMON’. 

Any player who makes an error, or takes more than approximately three 
seconds to repeat a signal, receives the ‘RAZZ’ sound and is eliminated from 
the game. Press the START button to begin a new sequence with the 
remaining players. 


TO WIN 
The last remaining player who has successfully repeated POCKET SIMON’s 
sequence and increase it by one is the winner. 


FOR ONE PLAYER 


1. 
2. 


4. 


Follow steps 1—3 as given above. 


Repeat the first signal and add one more. 

Repeat these two signals, adding one more and then continue repeating the 
signals increasing the sequence by one for as long as you can without making 
an error. 

When you make an error and hear the ‘RAZZ’ sound, press the LAST button 
and count the number of signals as it plays back the last sequence; this is 
your score. 

Play as many sequences as you like, and try to increase the number of signals 
each time. 


Game 3 ‘Choose Your Colour’ 
Object of the Game 
To repeat correctly your colour in a longer and longer sequence of signals. 


FOR FOUR PLAYERS 
Place the console on a flat surface so it is easily accessible to all players. 
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1. Slide OFF SWITCH/GAME SELECTOR SWITCH to 3. 


2. Slide SKILL LEVEL switch to 4. THIS IS IMPORTANT — If the SKILL LEVEL switch 
is not on 4 the game will not function properly and the sequence will end 
prematurely. The longest sequence you can now reach is 31 signals. 


3. Each player chooses one colour lens and then uses only that lens during the 
game. Each player must push his lens in turn with the other players to repeat 
the correct sequence of signals. 


4. Press the START button. POCKET SIMON will give the first signal. 
5. The player operating that particular colour lens repeats the signal. 


6. Play continues as described in Game 1 except that each of you pushes only 
your own coloured lens in the correct sequence. 


7. lf you push your lens out of sequence, or if you take more than approximately 
three seconds to repeat a signal, POCKET SIMON responds with a ‘RAZZ’ 
sound and your colour lens is eliminated from the game. 


8. POCKET SIMON automatically begins a new game using just the remaining 
colours. 


TO WIN 

The last player remaining in the game after all other players have been eliminated is 

the winner, and POCKET SIMON will acknowledge the win by a rapid series of 

victory signals from that player's colour lens. Remember — if you reach 31 signals, 

POCKET SIMON will be beaten and will salute you with a very special victory signal 

... all the lenses will flash and sound several times and you will hear a continuous 

‘RAZZ’ sound indicating that you have won the game. You must slide the 

OFF SWITCH/GAME SELECTOR SWITCH to OFF to stop the ‘RAZZING’. 

FOR THREE PLAYERS 

1. Follow steps 1-2 as for four players. 

2. Press the START button and wait. POCKET SIMON will give the first signal; 
when it’s not repeated by a player you will hear a ‘RAZZ’ sound and that lens 
will automatically be eliminated from the game and a new game will begin 
with the remaining three lenses. 

3. Each player quickly chooses one colour lens (of the remaining three) and will 
use only that lens during the game. 

4. POCKET SIMON will give the first signal, and the player operating that lens 


repeats it. 
5. Play continues exactly as described for four players. 
FOR TWO PLAYERS 


1. Play proceeds as described for four players, except each player operates two 
lenses. (When one of your lenses is eliminated, continue playing with your one 
remaining lens.) 


Care and Maintenance of POCKET SIMON 


1. Toreplace batteries: IMPORTANT: If the lights dim, replace the two 1.5-volt 
batteries. If the lights flash erratically and sounds become garbled or stop 
altogether, replace the 9-volt battery. 

2. Toreplace a bulb: POCKET SIMON comes equipped with a spare bulb stored 
inside the unit. 

a. Slide OFF SWITCH/GAME SELECTOR SWITCH to OFF. Make note of which 
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bulb is in need of replacement. 

b. Carefully turn POCKET SIMON upside down (on a piece of cloth to protect 
the lenses) and remove the one screw in the uppermost part of the unit. 

c. Slide off the battery compartment cover by sliding the cover in the direction 
of the arrow. Remove the batteries. 

d. Remove the two screws inside the battery compartment. 

e. Holding the entire unit together with your left hand, carefully turn POCKET 
SIMON over and slowly remove the top from its base. Keep the top facing up 
and just place it aside. 

f. IMPORTANT: Components other than the bulb should not be handled 
whilst replacing bulbs. 


g. In the base unit unscrew the burned-out bulb. The spare bulb is stored in 
the upper part of the base unit. (See spare bulb location in Figure 4.) 


Spare Bulb 


Flexible 
Contact Switch 


Figure 4 


h. When replacing the bulb, if the flexible contact switch (the four-leaf rubber, 
component) accidentally becomes dislodged, be sure to reposition it 
correctly as shown in Figure 4. Make sure that the two knobs in the switch fit 
into the two diagonal holes in the circuit board. 

i. Replace top onto base unit. Holding the entire unit together with your left 
hand, carefully turn POCKET SIMON over. Replace the one screw on the 
uppermost part of the unit and the two screws in the battery compartment. 
Replace the batteries and slide on the battery compartment cover. 


Milton Bradley Ltd., Reevestand Industrial Estate, Main Avenue South, Off Traston Road, 
Newport, Gwent. 


© 1980 by Milton Bradley Ltd. under Berne & Universal Copyright Convention. 4046- XGB 680 
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